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Section 1 

Basic Robot Design 


Start with a Human-shaped Figure 


drawing. 








Draw Robot-like Figures Using Only Basic Parts. • Draw big, bold joints. 

• Give the surface a strong metallic contrast. 


Draw joints in a way that 
makes it look like there are 
mechanical parts inside. 


Small, evenly spaced circles 
resemble rivets. 

Representation of metallic finish 


Solid Light representation 

(emphasize shadows) 


Gradation 


Reflection 














































Base the Design on a Face with Beveled Edges 


Since a beveled image simplifies the 
unevenness of the face/head and is blockish, it 
is easy to apply this effect to a robot head by 
making the lines sharp and giving it a metallic 
quality. 


You can effectively express a metal¬ 
like cubic effect by using double lines 
for the edges of the part of the head 
signifying the hair. 





















Repiace the eyes, ears, nose and 
mouth with mechanical parts. 


ead Replacement and Omission 


Omission of Face Parts 


Omission of one eye and the nose 


You are free to choose the shape of the head 
The ears, nose and mouth are often omitted. 


Omission of the nose and mouth 
















wr<t lasec on three basic shapes 
squares and circles. 


Round/oval type 


Square/polygonal type 


Spherical-lens type 


Camera lenses and headlights can be used for mechanical eyes 


i,:. : 
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Use of multiple levels of tone and addition of light will 
create the -^pression of a three-dimensional lens. 

























Polygonal type 














tf OPC,,: to drawing a robotic mouth: One is to 
taK "es that connect the nose and mouth, v 
•* bolt 'r tttonship to the overall structure of the 


There are two mouth shapes 


Clearly establish whether the mouth is concave or convex 


Convex type Concave type Flat type 


Front example 


Other mouth designs 
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r esign Based on Structure 


Use the shape of a human 
skull as a point of reference 


if the robots mouth is open, the bottom should 
be shaded to create a sense of depth. 


Door type 

•’■oves left and right) 


Circular shutter type 

(opens and closes like a camera lens) 










Front view 





Downward view 
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Basic structure: The shaft is surrounded by armor. 


Spring- or 

accordion-type 

cover 


Protective cover used 
instead of armor 
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-ible- and Hose-type Necks 
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Representing twisting 


The cables contain wires, 


The cables and hoses 
twist as the head turns 


It looks like the robot is in for 
maintenance if you draw cables and 
hoses instead of a neck. 









Trunk Body 


-Vrx. 


3e ; s-ngle part combining the chest, stomach 
r rore separate parts. 




0 


E3S3 

rtv.v.v.-* 

ire- 


body 


Board-shaped body 


The special 
"centipede-t 
body consists i 
multiple parts 


Two-part type 


Chest part 

Four basic shapes 





Inverted triangle 


Stand 


Oval 


Hips part 

Three basic 
shapes 


Chest Patterns 


o s o 


Briefs type 


T type 


I type 


Square 

The I type is the j 
skeleton of the 
briefs type and< 
simplified vers 
the T type. 


Side view 






When designing the body of a 
robot, think about the shape as 
seen from the side as well as 
the front. A robot can have a 
totally different look depending 
on the thickness even if the 
design and shape look the same 
from the front. 


























Head and body balance 

The robot will look more Intimidating if 
the head is relatively smaller to the 
body. 












Trunk 
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The box type tends to be simple, 
makes it easy to draw a robot ~i 


Looking down 
from behind 























Use an inverted stand- 
type body with a large 
top surface even if the 
view is from below. 


Typical view from above 




















Attempt to make the most of this 1 
by making it sharp while also thini 
about adding unevenness. 


Trunk j Type 3: Board-shaped Body 



















Board-shaped Body Variations 




















Flying device such as a jet pack 


Weapons, fuel tanks, etc. 


Basic Components of Transformable Robots 


Support 


Choose parts that 
complement the body type 


Mechanical docking type 


Part with the same 
surface as the back 


36 






































ihment 
lace 
c force 









Chest part 1 : Inverted-triangle Type 



A broad-shoulderec 
robot should have 
strong, well-designe 
side and top surface 


This sleek shape is 
ideal for drawing 
robots that transform 



















s snape is suited to tank-type robots and 
other special robot designs. 
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It is easy to attach a variety of parts and optioi 
equipment to a square-shaped chest. 


Chest part 4: Square Type 














Tends to be comical. Suited to manga-type 
robots rather than realistic robots. 


Straight-line Composition/Angular Type 


Bottom 


Typical structure 











This type is ideal for drawing combat robots 


The trick is to 
add a straight 


reference 
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Open armor 
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Use this body type to design original, 
unique robots. 


Special Body/Centipede Type 


You are free to choose the number 
of joints, shape, thickness and 
form. 


Stomach 




























Use the arms of cranes and excavators as a 
reference. 


Shoulder and Elbow Joints 


Movement of forward arm 


Shoulder 


Movement of entire arm 


Rotating joint at base 




















Joint covers 


Arm Forms They are based on prisms and cylinders. 


The arm structure resembles 
that of a crane. 


Prism type 


Arms with Exposed Elbow Joints 


Cylinder type 























Shoulder Pads/Armor 







Hands 


The direction of the sheers is changed 
expansion and contraction of the shaft. 


Opening and closing of the blades is 
controlled by upward and downward 
movement of pistons. 























Arms Overall Design 


Skeleton 


Emphasis of 
muscular form 


Square 

exterior 


Cylindrical and 
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Short, Fat Legs Stocky legs create a sense of stability 


Good 


Optional crane-type support legs 


Drawing the bottom of support 
legs solid black makes them 
look heavy and hard. 


A combination of mesh and matting creates 
the dull shine of metal. 
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.ong, Slender Legs Draw the legs and feet large so that they are shaped like those in the illustrations below. 


ocation of knee 


s best to start by choosing the shape of the 
xt (sole) and drawing the entire leg by 
onnecting the foot to the knee and hip joint. 
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Cover movable parts with 
armor. 


internal structure: Make minor adjustments to 
the angle and position of shafts. Add 
supplemental parts to create the effect of a 
mechanical interior. 













Increasing the contrast between black and white 
(light) represents shining metal, while lowering the 
cor-ast creates the sense of metal or plastic wit?' 
a dull shine. 


Representation ot Metallic Surfaces 


Matted Metal 
















































Rough surfaces Smooth surfaces Rusted/Worn metal 


Plastic 


The feel of a solid is sometimes 
expressed by shaving or clipping tones. 

Metallic Surfaces A 


Use spotting to express 
grime and a worn look. You 
can apply gradation and/or 
normal mesh tones over 
this. 

You can also express 
metallic surfaces using only 
solid colors and straight 
lines. 
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Step 1 



K 


71 













































Completed robot. Deformed tones were 
applied to emphasize the metallic look. 









































































Section 2 
Combat Robots 



Design Based on Medieval Armor 


% 


~ classic suit of armor can be rendered into a 
modern-day mecha by simplifying and deforming 
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Use the helmet lines to form the head. 


Emphasize sturdiness by 
extending and thickening 
the shoulders. 


Make joints movable. 


Combine belts into 
a single belt. 


Turn elbow 
pads into jets. 


Leave the 
original lines 
in place. 


, Create three- 
dimensional effects 
(thickness and 
hardness) by adding 
lines such as these. 


Feet should be big and stable to 
make up for simplicity of foot 
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Switch 


Indicator 
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Energy 

pack 
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Special-forces style. Refer to space suits and 
diving suits. 


Robots Based on Combat Uniforms 


Parachute 


Gloves are thick and sturdy and have 
protective cushions on the back. 


Machine guns and 
pistols 


Boots feature 
shin guards 
and thick 


















Backpacks often 
have jet boosters 
and a wing. 


Make pads on 
the backs of the 
hands and knees 
look mechanical. 


Thick soles make robots look 



























































Weapons Base stance and grip on actual pose 





















































Laser type 
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Common items such as skates can be transformed 
into high-tech conveyances. £ 


Transportation Units 


Inline skates 


Wrap-around hips 


A transportation 
unit that the 
robot wears as a 
belt 































































Catapult 





















The robot 
inserts its feet, 


The bindings unlock as < 
the robot blasts off. 










Marine type 










i of wings: Those that are vertical to 
that are horizontal to the body. 


Attaching nozzles 
and wings to a 
backpack creates 
a flying unit. 


Propulsion nozzles 


Equipped with 
vertical wings 


Flying Parts and Wings There are wpes 

the body and those 


Wings vertical to the body 


Wings horizontal 




















Transformers 

Jet fighters 


Create a robot by combining parts from jet fighters, cars and other 



















Color is expressed in terms of differences in gray 
tones (dark or light). When you make a black-and 
white copy of a color picture, the colors will be gray. 
Use that as a reference. ^-^ 


Color Expression and Special Effects 


Accent the reflections by 
using solid black. 


Black Solid 

Red, green I I 30% 

(dark colors) I • • j 25% 

Purple, blue I I 20% 

Gold Increase contrast of gold by planing 
dark tone. Should combine with solid. 
Light blue I I 15% 

Yellow I I 10% 

Silver |-1 5% 

White, light I I White (0%) 

*ln general, use dark tone for dark colors and 
strong colors and light tone for light colors. You 
should have contrast in at least two places, i.e., 
dark/light (apply, do not apply, etc.). 


In this illustration, the robot's 
entire body radiates light. 



















Explosions and Smoke 



3. Apply finishing touches, including 
tones and white at the center. 


2. Draw with pen 


1. Make a rough sketch 


Drawn with free hand 


Drawn with ruler 


1. Make the smoke look like it emanates 
from the center of the explosion. 


3. In the center use tone etching plus white 


2. Draw with pen. Do not use a ruler. 
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Think about the body parts as you draw. You can create an 
original robot if you design each individual part and combine 
them using the three basic views. - 


Designing Original Robots 
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The appearance differs 
depending on the angle. 
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Legs connected to a foundation 
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Robots With Tires Leave the original head and arms. The robot will look like a completely different machine if 
you put armor on the body and make the lower body a tire mechanism. 





mmm 


The overall form will I 
be completely different 
if you make the shape 
of the tire tread r 


Heavy-duty off-road 
tires based on dump 
truck or tractor tires. 


Tractor wheels 









Section 3 
Female Robots 













The back and bottom of robots drawn with straight 
lines also have no roundness. Make the shoulders 
square and the hands and feet like prisms. 


The head of a robot with 
no hair will look small, so 
raise the shoulders, hips 
and bottom to improve 
the balance. 


The curved type resembles an artist’s 
sketching mannequin. For a basic 
design, make the joints and movable 
parts simple spheres. 




Designing Breasts 















Designing Bottoms 


Human 



Cubic/armored type 







Designing Faces and Hair 












Wire/cord type 



Designing Body Parts 


Mannequin block type Robot-like prism type Metallic muscle type 
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Design Based on Fashion 















Rough sketch of hair 
ornament and pigtail 















A Character Done in Metallic Will Become a Robot. Drawing reflections on skin (solid shading) 

and applying gradation tone will create the 
feel of a robot. 
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